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(54) VIDEO GAME DEVICE HAVING IMAGE INPUT OF GAME PLAYER 

(57)Abstract: 

PURPOSE: To enable a game player to sense the 
pleasure of a game better bodily by inputting a digital 
signal from an image input circuit to pick up an image of 
the game player, displaying an image in response to the 
movement of the game player according to a game 
program, and performing the continuance of the game or 
score processing according to the movement of the 
game player. 

CONSTITUTION: An image input circuit 1 picks up an 
image of a game player 31 , and a game device body 2 
inputs a digital signal from the image input circuit 1, and 
displays an image in response to the movement of the 
game player 31 according to a game program. The 
continuance of a game or score processing is performed 
according to the movement of the game player 31. The 
image input circuit 1 has an A/D converting circuit 34 to 
convert an image signal into a digital signal by picking up 
an image of the game player 31, a blue extracting circuit 
36 to extract only the image of the game player 31 by 

eliminating a background image from converted digital signal output and a digitizing bit map 37 
to store output of the blue extracting circuit 36 by developing it on the map. 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

1 .This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] The image input circuit which picturizes a play person (31) and changes an image pick-up 
signal into a digital signal (1), While inputting the digital signal from this image input circuit (1) and 
displaying the image corresponding to a motion of this play person (31) based on a game program 
Video game equipment which has the image input of the play person characterized by having the 
body of game equipment (2) which performs continuation or score processing of a game based on a 
motion of this play person (31), and being constituted. 

[Claim 2] It sets claim 1 . Said image input circuit (1) The A/D-conversion circuit which picturizes 
said play person (31) and changes an image pick-up signal into a digital signal (34), From the digital 
signal output from which this A/D-conversion circuit (34) was changed Video game equipment 
which has the image input of the play person characterized by having the daisy TAIZU bit map (37) 
which develops in the shape of a map and memorizes the output of the blue omission circuit (36) 
which eliminates a background image and extracts only this play person's (3 l)'s image, and this blue 
omission circuit (36), and being constituted. 

[Claim 3] In claims 1 or 2 said body of game equipment (2) RAM (12) which carries out the primary 
storage of the output of said image input circuit (1), and ROM which memorizes a game program 
(13), It has CPU (11) which controls activation of a game. This CPU (11) Video game equipment 
which has the image input of the play person characterized by being constituted so that the sprite 
data which correspond a game program from the information memorized by this RAM (12) by read- 
out and this game program may be created from this ROM (13). 

[Claim 4] It is video game equipment which has the image input of the play person characterized by 
judging the existence of predetermined information to the predetermined address position of this 
RAM (12) among the information said CPUs (1 1) are further remembered to be by said RAM (12) in 
claim 3, and controlling continuation of a game, and termination by the result of this decision. 
[Claim 5] It is video game equipment which it has a monitor (24), and said CPU (11) displays the 
directions to a play person on this monitor (24) further in claim 4 according to a game program, and 
has the image input of the play person characterized by this CPU (1 1) making said judgment whether 
said predetermined information is in agreement with these directions. 



[Translation done.] 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application] Especially this invention relates to the video game equipment which has a 

play person ! s image input about video game equipment. 

[0002] 

[Description of the Prior Art] In recent years, the video game equipment performed using indicating 
equipments, such as TV monitor, has spread. In this video game equipment, a game program is 
memorized by the ROM cassette, this is attached in the body of game equipment, and a game 
program is performed by CPU built in the body of game equipment. 

[0003] And in this video game equipment, a joy pad, a joy stick, a light harp, a mouse, or a keyboard 
is used as an input device, and these are equivalent to what is generally used as an input device of a 
computer. 

[0004] A game is advanced by inputting migration or an alphabetic character input of sprite etc. 
displayed by the game program on TV monitor with such an input unit. 

[0005] Therefore, as an input means, a play person gives directions chiefly to the body of game 

equipment by the manual entry. 

[0006] 

[Problem(s) to be Solved by the Invention] That is [ if the input in such conventional video game 
equipment is taken into consideration, / a play person will sense with the body to a game more ], 
video game equipment using the input approach which can be felt is desired. 

[0007] Therefore, this invention offers the video game equipment which enables the input of a play 
person's own image to this request, and, thereby, a play person aims at making it possible to be able 
to feel the pleasure of a game more. 
[0008] 

[Means for Solving the Problem] The video game equipment according to this invention has the 
body of game equipment which performs continuation or score processing of a game based on a 
motion of a play person, and is constituted while picturizing a play person, inputting the digital 
signal from the image input circuit which changes an image pick-up signal into a digital signal, and 
this image input circuit and displaying the image corresponding to a motion of said play person 
based on a game program. 

[0009] If it follows like 1 voice, it has the daisy TAIZU bit map circuit which develops and 
memorizes on a map the output of the A/D-conversion circuit which is furthermore this invention, 
and which said image input circuit picturizes said play person, and changes an image pick-up signal 
into a digital signal, the blue omission circuit which eliminates a background image from the digital 
signal output changed by this A/D-conversion circuit, and extracts only said play person's image, and 
this blue omission circuit, and it is constituted. 

[0010] In the further above-mentioned mode, said body of game equipment has RAM which stores 
temporarily the output of said image input circuit, ROM which memorizes a game program, and 
CPU which controls activation of a game, and said CPU is constituted so that the sprite data which 
correspond from the information memorized by said RAM by read-out and this game program in a 
game program from said ROM may be created. 

[001 1] Moreover, in said mode, said CPU judges the existence of predetermined information to the 
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predetermined address position of said RAM among the information memorized by said RAM, and 
controls continuation termination of a game by the result of said decision. 

[0012] Having a monitor in said mode furthermore, said CPU displays the directions to a play person 
on said monitor according to a game program, and makes said judgment whether said predetermined 
information is in agreement with said directions. 
[0013] 

[Function] This invention picturizes a play person and has the image input circuit which changes an 
image pick-up signal into a digital signal. And the body of game equipment displays the image 
corresponding to a motion of this play person. 

[0014] Furthermore, the body of game equipment is made to perform continuation of a game, or 
processing of a score based on a motion of this play person. Therefore, a motion of the play person 
itself is able to input into the body of game equipment by this invention. 

[001 5] That is, a play person can input a play person's own image into video game equipment in the 
form which feeds back further the self image displayed with the body of game equipment. Thereby, a 
play person can input a self motion with the whole body to a game. 
[0016] 

[Example] Drawing 1 is the block diagram showing the example of this invention. In drawing 1 , 1 is 
an image input circuit which picturizes the play person 3 1 and changes an image pick-up signal into 
a digital signal. 

[0017] 2 is a body of video game equipment into which the digital signal from an image input circuit 
is inputted. This body 2 of video game equipment inputs the digital signal from the image input 
circuit 1 , and displays the image corresponding to a motion of the play person 3 1 based on a game 
program. 

[001 8] Furthermore based on a motion of a play person, continuation or score processing of a game 
is performed. In order to perform this actuation, the image input circuit 1 has a video camera 32, the 
camera control circuit 33 which controls this, and the A/D-conversion circuit 34 which changes into 
a digital signal the analog video image pick-up signal which went via the camera control circuit 33. 
[0019] 35 is digital memory and is a memory circuit which stores temporarily the digital signal 
changed by the A/D-conversion circuit 34. 

[0020] 36 is a blue omission circuit which processes the digital signal from the digital memory 35, 
and extracts only the play person's 3 1 image. That is, the play person 3 1 stands in front of the blue 
screen 30, and expresses a motion. Therefore, the blue omission circuit 36 detects the blue signal of a 
screen 30, eliminates only the blue pixel of the screen 30 which is a background from the video 
image pick-up signal from a video camera 32, and outputs only the play person's 3 1 image. 
[0021] This blue omission circuit 36 is already a well-known circuit in the video technical field 
concerned. 37 is a digitization bit map circuit and is a kind of memory circuit. It is the circuit 
developed and memorized the shape of a map about the digital signal acquired from the blue 
omission circuit 36. 

[0022] On the other hand, it is constituted by the following circuits by the body 2 of video game 
equipment. That is, it has CPU1 1 connected with a data bus 10, the 1st RAM 12 and ROM13, a 
sound generator 14, a loudspeaker 15, and an input unit 16. 

[0023] It has 2nd RAMI 8, the sprite circuit 19 and 3rd RAM20 when it furthermore connects with a 
data bus 10 in the scrolling circuit 17 and a scrolling circuit, a priority network 21, and a color RAM 
22. 

[0024] The output of a color RAM 22 is inputted into a frame memory 23, and the video signal for 
one frame is memorized. 24 is a CRT display, and inputs and displays the video signal from a frame 
memory. 

[0025] Furthermore, 25 is a synchronizing signal generating circuit and is the generating circuit of 
the synchronizing signal generated in order to double the timing of each part circuit of the image 
input circuit 1 , and the body 2 of game equipment. 

[0026] In the configuration like the above, the play person's 3 1 digital signal developed by the daisy 
TAIZU bit map circuit 36 of the image input circuit 1 is led to 1st RAM 12, and is memorized. 
[0027] CPU1 1 controls activation of a game for the game program memorized by ROM 13 according 
to read-out and this program. 
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[0028] 2nd RAMI 8 is a circuit which memorizes the data used as the background of an image. 
Background data are led to the scrolling circuit 17 from this 2nd store circuit 18. 
[0029] On the other hand, the data which changed into the digital signal the play person's 3 1 image 
pick-up signal memorized by 1st RAM 12 are read, and the data of the sprite corresponding to this 
are sent to 3rd RAM20 through read-out and a data bus 10 from ROM13. 

[0030] The play person's 31 sprite data memorized by 3rd RAM20 are led to the sprite circuit 19. 
The sprite circuit 19 generates the video signal of sprite based on sprite data. 
[003 1] On the other hand, the scrolling circuit 17 reads the background data memorized by 2nd 
RAM 18, and generates the video signal of background data. The output of the scrolling circuit 17 
and the sprite circuit 19 is led to a priority network 21. 

[0032] A priority network 21 is controlled by the control signal from CPU 1 1 by which it is sent 
through a data bus 10 whether priority is given to any of the video signal sent from the scrolling 
circuit 17 or the sprite circuit 19, and it leads to a color RAM 20. 

[0033] The data corresponding to a color are memorized, and a predetermined color signal adds the 
color RAM circuit 22 to the basis of control of CPU1 1 to the video signal from a priority network 
21, and it is led to a frame memory 23. 

[0034] The data for a frame memory 23 and ** 1 screen are memorized, and an image is displayed 
by inputting into a display 24 one by one. 

[0035] A sound generator 14 generates the sound signal which corresponds to the basis of control of 
CPU1 1 based on the sound data memorized by the game program, and leads it to a loudspeaker 1 5. 
[0036] Next, the actuation which performs a flag raising game by making into an example the 
example of a configuration of drawing 1 explained above is explained concretely. 
[0037] Drawing 2 is drawing explaining the monitoring screen of the display 24 in the flag game of 
one example of this invention, and the contents of this example game. Drawing 3 is an example of 
the pattern memorized by 1st RAM 12 according to this example game. 

[0038] Furthermore, drawing 4 is a flow explaining this invention example of operation. Drawing 2 
(1) is an example of the monitoring screen displayed on a display 24, and 40 shows the monitoring 
screen frame of a display 24. 41 is a sprite image corresponding to the play person's 31 digital image 
pick-up digital signal which is acquired from ROM 13 by the basis of control of CPU1 1 and which is 
memorized by 1st RAMI 2. 

[0039] 42 and 43 are displays which direct actuation of opposite Perilla frutescens (L.) Britton var. 
crispa (ThunbO Decne. to the play person 3 1 at the basis of control of CPU1 1 according to a game 
program. In the example of drawing 3 (1), the red display 43 is displayed on the upper right of the 
monitoring screen frame 40 display 42 and at the lower left of white. 

[0040] They are directions of this hoisting a white flag at the upper right to the play person 3 1 in a 
starting-a-new-business game, and positioning a red flag in the lower left. 
[0041] By drawing 3 (1), the sprite image 41 hoists the white flag 44 at the upper right, and the 
example which has positioned the red flag 45 in the lower left is shown. Therefore, it is in agreement 
with the directions displayed on the monitor display frame 40 in this case. In this case, CPU1 1 
controls processing of addition of a score etc. by the game program. 

[0042] Drawing 3 (2) shows the example of the directions pattern in still such a starting-a-new- 
business game. Eight examples of a directions pattern are shown as an example. When only a white 
display is shown in the upper right in the monitoring screen frame 40, **** is meant, and **** is 
directed when only a red display is made at the upper left. 

[0043] Thus, directions are performed through a monitoring screen to the play person 3 1 . The play 
person's 3 1 digital signal memorized by the daisy TAIZU bit map 37 of the image input circuit 1 is 
transmitted to first RAM 12 in the blanking period of the Horizontal Synchronizing signal of an 
indicating equipment 24. 

[0044] That is, if it is waiting ( drawing 4 step SI) and a blanking period about a blanking period 
first ( drawing 4 step S2), the play person's 31 digital signal will be written in 1st RAMI 2 from the 
daisy TAIZU bit map circuit 37 (drawing 4 step S3). 

[0045] Drawing 3 shows the storage pattern which the video signal which picturized the play person 
31 may be changed by the digital signal, and is memorized by 1st RAMI 2. 

[0046] In drawing 3 , although it is indicated that the digital signal is memorized corresponding to 
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the play person's 3 1 video image in order to make an understanding easy to the physical address field 
of 1st RAMI 2, when storage is made in address relation as shown in this drawing 3 not necessarily, 
limitation is not carried out. 

[0047] CPU1 1 detects such a storage pattern memorized by 1st RAMI 2. That is, in the up address 
field of LI, it detects whether in the field Al of a right half, and the field A2 of a left half, there is 
any address with which the data of a specific color were memorized beyond a predetermined value 
further. 

[0048] In the example of drawing 3 , the storage image 51 corresponding to the play person 31 is 
hoisting the flag 54 at the upper right. Therefore, it memorizes so that the field of the color 
corresponding to a flag 54 may occupy an address field in the area Al of RAMI 2 corresponding to 
the area of a flag 54. 

[0049] As for CPU1 1, the play person 31 can judge hoisting the flag 54 to the address field Al, i.e., 
the display screen within the limit upper right, by detecting this. 

[0050] This judgment is performed by whether the data memorized by the directions pattern and 1st 
RAM 12 like drawing 2 (2) explained previously are in agreement. And according to a game 
program, data processing, such as continuation of a game and an addition of a score, is performed by 
whether it is coincidence. 

[0051] Subsequently, CPU1 1 creates sprite data from the play person's 31 data written in 1st RAM12 
(step S4). 

[0052] Creation of sprite data is performed by reading the sprite data which correspond from 
ROM 13 based on the digital signal pattern written in the play person's 3 1 RAM 12. 
[0053] That is, the data of the sprite pattern corresponding to the combination of flag raising are 
beforehand memorized to ROM 13, and it is possible to read the sprite data of a pattern in agreement 
in the light of the judgment result by previous CPU1 1 . 

[0054] The created sprite data are written in through a data bus 10, as previously explained to 3rd 
RAM20 (step S5). 

[0055] The sprite circuit 19 reads sprite data from RAM20, and changes and outputs this to the video 
data of sprite (step S6). 

[0056] Subsequently, a priority is added in a priority network 21. That is, when the background 
image from the scrolling circuit 17 explained previously and sprite data lap, a priority is added that 
the display of sprite should be considered as priority, and it is led to a color RAM 22. The color 
video signal which furthermore corresponds in a color RAM 21 is added (step S7). 
[0057] Thus, the play person's 31 digital signal data memorized by 1st RAM 12 are changed into a 
video signal, and a frame memory 23 memorizes, a sequential output is carried out, and they are 
displayed on a display 24. 
[0058] 

[Effect of the Invention] As this invention was explained according to the example above, the video 
camera 32 is used as an input device. And it is possible for it to be united with the sprite as which 
play person 3 1 self is displayed on a display 24 with this video camera 32, and to participate in a 
game. 

[0059] Therefore, offer of the video game in which a play person is made to hold interest more by 
this invention is attained. 

[Translation done.] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of tnis translation. 

1 .This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 
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[Procedure amendment 1 ] 

[Document to be Amended] Specification 

[Item(s) to be Amended] Claim 

[Method of Amendment] Modification 

[Proposed Amendment] 

[Claim(s)] 

[Claim 1] The image input circuit which picturizes a play person and generates a digital image signal 
from a video image pick-up signal, 

Video game equipment which has the image input of the play person characterized by having the 
body of game equipment which performs continuation or score processing of a game corresponding 
to a motion of this play person, and being constituted while inputting the digital image signal from 
this image input circuit and displaying the image corresponding to a motion of this play person based 
on a game program. 

[Claim 2] It sets claim 1 and is said image input circuit, 

The A/D-conversion circuit which picturizes said play person and changes a video image pick-up 
signal into a digital image signal, 

the blue omission circuit which eliminates a background image and extracts only this play person ! s 
image from the digital image signal output from which this A/D-conversion circuit was changed — 
and 

The daisy TAIZU bit map which develops in the shape of a map and memorizes the output of this 
blue omission circuit 

Video game equipment which has the image input of the play person characterized by being had and 
constituted. 
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[Claim 3] It sets to claims 1 or 2, and is said body of game equipment, 

RAM which carries out the primary storage of the output of said image input circuit, 

ROM which memorizes a game program, 

It has CPU which controls activation of a game, 

This CPU is video game equipment which has the image input of the play person characterized by 
being constituted so that the sprite data which correspond a game program from the information 
memorized by this RAM by read-out and this game program may be created from this ROM. 
[Claim 4] In claim 3, 

Furthermore, said CPU is video game equipment which has the image input of the play person 
characterized by judging the existence of predetermined information to the predetermined address 
position of this RAM among the information memorized by said RAM, and controlling continuation 
of a game, and termination by the result of this decision. 
[Claim 5] In claim 4, 

Furthermore, it is video game equipment which it has a monitor, and said CPU displays the 
directions to a play person on this monitor according to a game program, and has the image input of 
the play person characterized by this CPU making said judgment whether said predetermined 
information is in agreement with these directions. 

[Claim 6] In the video game equipment which picturizes a play person and displays a play person 
image on a display screen based on this image pick-up information, 

Video game equipment characterized by judging occupancy of the predetermined field in said 
display screen of said play person image, and performing data processing about game continuation. 
[Claim 7] In claim 6, 

Said play person image is video game equipment characterized by the thing from which it is read 

corresponding to said image pick-up information, and which is beforehand memorized as a 

predetermined image like. 

[Procedure amendment 2] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0008 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0008] 

[Means for Solving the Problem] The video-game equipment according to this invention has the 

body of game equipment which performs the continuation or the score processing of a game 

corresponding to a motion of a play person, and is constituted while picturizing a play person, 

inputting the digital-image signal from the image input circuit which changes a video image pick-up 

signal into a digital picture signal, and this image input circuit and displaying the image 

corresponding to a motion of said play person based on a game program. 

[Procedure amendment 3] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0009 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0009] If it follows like 1 voice, it has the daisy TAIZU bit map circuit which develops and 

memorizes on a map the output of the A/D-conversion circuit which is furthermore this invention, 

and which said image input circuit picturizes said play person, and changes an image pick-up signal 

into a digital-image signal, the blue omission circuit which eliminates a background image from the 

digital-image signal output changed by this A/D-conversion circuit, and extracts only said play 

person's image, and this blue omission circuit, and it is constituted. 

[Procedure amendment 4] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0013 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0013] 

[Function] This invention picturizes a play person and has the image input circuit which changes a 
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video image pick-up signal into a digital image signal. And the body of game equipment displays the 

image corresponding to a motion of this play person. 

[Procedure amendment 5] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0016 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0016] 

[Example] Drawing 1 is the block diagram showing the example of this invention. In drawing 1 , 1 is 

an image input circuit which picturizes the play person 31 and changes a video image pick-up signal 

into a digital image signal. 

[Procedure amendment 6] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0017 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0017] 2 is a body of video game equipment into which the digital image signal from an image input 

circuit is inputted. This body 2 of video game equipment inputs the digital image signal from the 

image input circuit 1, and displays the image corresponding to a motion of the play person 31 based 

on a game program. 

[Procedure amendment 7] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0018 

[Method of Amendment] Modification 

[Proposed Amendment] 

[001 8] Furthermore based on a motion of a play person, continuation or score processing of a game 
is performed. In order to perform this actuation, the image input circuit 1 has a video camera 32, the 
camera control circuit 33 which controls this, and the A/D-conversion circuit 34 which changes into 
a digital image signal the analog video image pick-up signal which went via the camera control 
circuit 33. 

[Procedure amendment 8] 
[Document to be Amended] Specification 
[Item(s) to be Amended] 0019 
[Method of Amendment] Modification 
[Proposed Amendment] 

[0019] 35 is digital memory and is a memory circuit which stores temporarily the digital image 

signal changed by the A/D-conversion circuit 34. 

[Procedure amendment 9] 

[Document to be Amended] Specification 

[Item(s) to be Amended] 0020 

[Method of Amendment] Modification 

[Proposed Amendment] 

[0020] 36 is a blue omission circuit which processes the digital image signal from the digital 
memory 35, and extracts only the play person's 31 image. That is, the play person 31 stands in front 
of the blue screen 30, and expresses a motion. Therefore, the blue omission circuit 36 detects the 
blue signal of a screen 30, eliminates only the blue pixel of the screen 30 which is a background 
from the video image pick-up signal from a video camera 32, and outputs only the play person's 3 1 
image. 



[Translation done.] 
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